AUSTRALIA'S ONLY GUIDE TO GAME BOY, NES & SUPER NES 
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DESERT 
STRIKE 

27 missions 

stand between 

you and the 

' ultimate showdown. 




WORLD CLASS RUGBY 

• 1 6 teams compete 
for the World Cup. 

• 3D perspective 

•1 or 2 Player option 

• Instant Action replay 




and the Euro 
Trophy in your 
favourite team. 



s 99 9S EACH 



SAVE^$40 0FF REGULAR PRICE 




STREET FIGHTER II 

16 Megs of hard 
hitting martial arts. 
Choose any of 8 
unique fighters 1 or 2 
Players or fight 
against the 
computer. 




ROAD RIOT 4WD 

■ Split screen for all 

the action 
• Race in Europe, 

Australia & USA 
•Slam into the right 

obstacles and earn 

big points 




JOHN MADDEN 

Big Tough, Bone 
Crushing, Block, 
Dive, Hurdle, 
Spin and "Umpt" 
your way to a 
Touchdown! 
1-2 players. 



DESTROY THE OPPOSITION WITH SUPER MAGIC CONVERTER 



" THE TANK" 




ARCADE 
JOYSTICK 

> 8 DIRECTIONS 

> STEEL CONSTRUCTION 

> AUSTRALIAN MADE 

> 1 YEAR WARRANTY 

> INSTANTANEOUS 
RESPONSE micro switch) 




NOW YOU CAN 
PLAY USA, JAPANESE 
GAMES IN AUSTRALIA 



^$2995 

WAS S 49- 95 



PRO ACTION REPLAY 

NOW PLAY YOUR 
FAVOURITE GAME 
TO DESTRUCTION 

• MORE LIVES 

• MORE POWER 

• MORE ENERGY 

• PLAYS USA & 
_95 JAPANESE GAMES 

Infinite code 

generator which allows 

players lo find thoir own cheats. 




SUPER NES S 109 

SEE ORDER FORM FOR 
OTHER SYSTEMS PRICES 



NEW RELEASES s 49f l 




TURRICAN 

THESE TITLES AT s 29i 




GREMLINS 2 



BLACK MANTA 




GAMEBOY: 

INCLUDES... 

HAND HELD UNIT 
GAME TETRIS 
STEREO EARPHONES 
• LINK CABLE BATTERIES 

NOW *119 JB 

WHILE STOCKS LAST 

GHMEB0Y GAMES 

STARTf ROM S-i Q.95 




BEST SELLERS AT S| 
S^Q .95 




["AUSTRALIA'S LARGEST RANGE OF 
GAMES AND COMPUTER SOFTWARE... 

OPEN 7 DAYS 9AM - 5PM jTHURS TILL 7.30PM) 
Please debit my CREDIT CARD. 

Please tick one box. (_] B/Card [~J lAsa Q M/Card [_\ Amex fog' 
Account No. 

i I I I I I I I I I I I I I 1 



Signature Expiry Date ... 

Mr/Mrs/Miss/Ms 




, J 008 804 716r, 



**£%* ORDER — 

r U nl VI YES, please rush me the following Gamesmen Specials IW ,o 

S G [JS149.95 HrSZ9.35 Nt=SAT$49.95 J[] Kijt [_ ^ 

» S29.95 each M n H Q G 

:rr$119.95 Pf] gameboycame$19.95 R □ S Q 

36WEBDVGBWESATS49.95 T [j U Q V □ 

I enclose my cheque/money order for $ 

Plus postage and packaging S O" 

Total amount enclosed $..... 



|_ Phone: (H)... 
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MAIL TO: THE GAMESMEN PTY LTD, 491 FOREST ROAD, PENSHURST. NSW 2222. FAX (02) 580 9998. PHONE (02) 580 9888 
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BEAT 'EM UP 
BEAT-UP 

Our resident philosopher 
sticks his Romanesque nose 
into the censorship debate 
and asks: Does anyone know 
what they're talking about? 

I've played Mortal Kombat on Super NES and 
you haven't! Na-na-na-na-na! 

And if you think that's a churlish way to greet 
you, you're dead right. I'm that kinda guy. For 
the mere mortals who haven't seen the game yet 
(that's all of youl), check out our exclusive 
preview on page 14. 

But let's be honest: your main concern is 
whether or not the Nintendo version is as blood- 
thirsty as the spine-shredding arcade version. 

What are you? A bunch of sickos? 

Of course not. But, given the recent ruckus 
about violence in video gomes, your parents 
might think so. 

So, whot's the story? Well, the Federal 
Government wants to regulate the video gomes 
industry and set up a "voluntary Code of 
Conduct" as well as a compulsory rating system 
to determine, not only whether or not you will be 
allowed to buy certain games, but also whether 
or not the games will actually be allowed into 
Australia! And while that might sound 
reasonable to those of us concerned with the 
unacceptable levels of violence in society, I'm 
more worried about the hysteria being whipped 
up by people who should know better. 

Everywhere you turn, decrepit do-gooders are 
demanding that us gamers be strung up by our 
joysticks. 

Now don't get me wrong. I think this is an 
important issue than needs to be aired. And 
there are valid points to be made on both sides 
of the argument. But what really gets me is that 
none of the self-righteous pontificators have 
actually played video games themselves! 

Never mind that video games develop hand-eye 
coordination and problem-solving skills. Never 
mind that the larger proportion of games don't 
involve any violence whatsover. Never mind that 
we're not all homocidal maniacs waiting for a 
sign to go on a marauding rampage. Never 
mind that some of us know the difference 
between reality and fiction. 

Never mind that the whole point is to have 
FUN! 



THE LAST LAUGH 

You may have been wondering why eath 

issue of NMS features 

on embarrassing 

photo of some staff 

member. Well, it's our 

Rodney's idea of a joke. 

Well, you know what they 

say about he who laughs 

last. So here's our revenge: 

Fat Boy's inspiration in all 

his youthful glory. Nice legs 

shame about the face! 




The bottom line is how can people speak on 
the subject at all if they have no idea what 
they're talking about! 

So, here's my solution. Sit your parents down 
in front of your Nintendo, stick the joypad into 
their over-sized mitts and tell them, "Go for it." 
Don't be selfish. Because once they under- 
stand what gaming is all about, they won't be 
worried by the ravings of vote-seeking 
politicians - they'll be having too much fun. 

Now, 05 some of you will already know, the 
danger with this ploy is that you'll end up 
having to fight for use of the console. But I 
urge you not to resort to violence. Instead, 
comfort yourself with the knowledge that they'll 
now be giving you more money to buy more 
games! 

Anyway, what do I care? I've played Jurassic 
Park on Super NES, and you haven't! 

FAT BOY SEZ, "I'LL HAVE THAT, WITH 
THE LOT!" 
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COVER STORY 

After months of anticipation, 
Mortal Kombat is finally here. 
The big question: is it as good 
as the coin-op? Find out what 

we think on p!4. 



& 




SUPER MARIO 
LAND 2...p54 

A self-contained look at 
one of our all-time 
favourite Game Boy carts. 

STARWING...p58 

Part one of the ultimate 
level-by-level directory to 
one of Nintendo's finest 
ever games. This one could 
run and run! 



ALIEN 3...pl8 

A completely addictive blaster that is com- 
pletely different to the Mega drive and Game 
Boy versions. 

SUPER STRIKE EAGLE.. .p26 

Microprose's flight sim looks good but doesn't 
really deliver the thrills that were expected. 

SHADOWRUN...p30 

An adventure cum RPG that is going to be 
absolutely massive. Everyone, but everyone, 
at NMS loves it! 

MECH WARRIORS... p3 8 

The future is now and it's pretty grim! Loads 
of nice touches in this strategic blaster, but are 
they enough to achieve greatness? 

JIMMY CONNORS' 
TENNIS.. .p 42 

Jimbo may be all washed up in real life, but his 
fame and talent live on in this quite good 
sports sim. 
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BARTMAN Vs 
RADIOACTIVE 
MAN...p22 

The Simpsons kid is back and this 
time he has taken on the guise of 
his alter-ego, Bartman. 

THE GREAT SOCCER 
COMPARO!...p33 

NMS looks at lour soccer sims to let 
you know how they stack up, and 
the verdict isn't great. 

HYPER SOCCER p34 

WORLD CUP SOCCER p3S 

KICK OFF p36 

GOAL TWO p37 







DEPARTMENTS 

THE FRONT PAGE p3 

Who we are, what we do and who we do it with. Also, a 
little light entertainment by Fat Boy. 

NINTENDO NEWS NETWORK p6 

More news than you can poke a busted joypad at. All the 
latest games, hairstyles and fashion tips from the glam- 
orous Vanessa. 

NMS NEW GAMES SPECIAL. ...pi 2 

Our exclusive report from the Consumer Electronics Show 
in Chicago. We check out what all the game manufactur- 
ers have in store for us over the next year. If this 
doesn't excite you, then nothing will. 

ADVANCE SCREENINGS pi 4 

Mortal Kombat. Super NES. Mortal Kombat. Game Boy. 
What more do you want? 

NINTENDO HELP SYSTEM p50 

Cheats, tips and other sneaky tidbits that will have you 
winging your way through all manner of games. Plus, 
part one of a massive Starwing players guide and a self- 
contained guide to Super Mario Land 2. 

MAILBAG P47 

Readers vs Fat Boy. So there's lots of reasoned debate, 
witty repartee and.. .aw, forget it: who the hell are we 
trying to fool? 

Q&A. — p48 

All your gaming questions answered by a mysterious guy 
with a limp. 

PULL OUT POSTER 

More Nintendo madness for your walls! 
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• NEW GAMES* COMICS 



Welcome t 

only news 

matters, wher 

NMS exposes al 



TV • MERCHANDISING 




• ACCESSORIES* MOVIES 



o'll ever need 
. know about 
what counts in 
Nintendo's world 



• HARDWARE • VIDEOS 



ZELDA HITS GAME BOY! 



NEW GAME 



• BY: NINTENDO 



• GAME BOY 



• RELEASE: AUGUST 



After two adventures on the NES and one on the SNES, Link 
has found a new adventure on the Game Soy in a huge 4 
meg carl! 

The game-play is similar to the previous versions, with many 
familiar items such as the Pegasus boots and bow and arrows, 
but there are also loads of new things to collect and do. As 
you can see from the screen shots, Link's Awakening has 
graphics that are very close to the SNES game, despite a limit 
of 1 A shades of grey. It should be on sale this month, and nat- 
urally we'll have a comprehensive review as soon as is 
humanly possible. 
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STREET FIGHTER TO TURBO 



■m 



Okay, so you've beaten Balrog 
to a pulp, wiped the sneer off 
Sagat's face, claimed 
vengeance on and broken 
Bison's bones a thousand 
times. What next? 

How would you like to con- 
trol any of these four mad 
bosses? In Turbo Fighting, Capcom's lat- 
est arcade edition of 5F2, you most certainly can, and it's 
on its way to Super Nintendos everywhere as you read this! 

Not only that, but in Turbo Fighting all the regular characters 
have learnt new moves! Chun Li knows how to throw fireballs, 
Blanka can launch his spinning body up towards the heavens, 
and Dhalsim has a new spell that enables him to teleport from 
one side of the screen to another! 

The changes don't stop there, because Capcom has also added 
a turbo<fiarger to speed up the actionl Further improvements 
include enhanced back- 
grounds and smoother 
animation, 

Mattel has scheduled a 
October release, and 
look out for a preview of 
this fab game in next 
month's issue of NMS. 
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SUPER CO - FACT OR FICTION? 



• NEW HARDWARE 



• BY: NINTENDO 



• RELEASE: TBA 



Finally, the much-rumoured Nintendo Super ND 
(Nintendo Disc) has appeared on the horizon, but we 
can't tell you what it will be called because Nintendo 
hasn't decided yet! What we can tell you is that it will 
probably be available early next year in the USA, with 
an Australian release hopefully not too far behind. 
As most reports on the Super CD guessed, the CD drive 
Fits snugly under the SNES, and a removable system car- 
tridge containing all the special chips, etc, fits into the 
top of the Super NES where cartridge games usually go. 

Facts: The CD-ROM has some mighty impressive technical specifications. The co-processor is 32-Bit, 
and zips along at a speedy 21,477 MHz. Inside the system cartridge is a custom chip called HANDS 
- Hyper Advanced Nintendo Data transfer System. This chip [a 65C02 that runs at 4.295MHz] reads 
the main memory (SMbits of D-RAM] while the co-processor does its job, eliminating the nagging 
problem of slow-down. 

The actual CD will be different from those used by the Mega Drive in that it will be enclosed in a pro- 
tective "caddy" similar to those that many PCs use. It will also have in-built security that will make soft- 
ware duplication impossible. 

The drive will have the same dimensions as the Super NES console, which will "piggy-back" onto the 
ND Drive. The two will be connected via a 
ND System cart that will plug straight into 
the game cartridge slot of the Super NES. 
Possibilities (i.e. rumours): The system 
cartridge will probably be upgradeable to 
allow for future technical advancements, 
particularly developments in low-end 
Virtual Reality technology and, possibly, 
cable TV down-loading of games. 
So far, little is known about the games 
that will be appearing, but most of the 
early ones are likely to be conversions of 
popular PC CD games. Rest assured 
though, that we will let you know as soon 
as we hear from Nintendo. 



FLYING HIGH IN 3-D 

The Super NES is rather lacking when it comes fo 3-D flight 
sim/shooters. Pilotwings is technically superb, but the 
action is a bit laid back for most, and Super Strike Eagle is 
nothing to wet your pants over. Now Sunsoft has entered 
the fray, with Super Air Diver aiming for the sky in a mass 
of DSP-assisted mode 7 heaven. Unfortunately, no 
Australian distributor has picked up the rights to it yet, 
which is a shame as it looks stunning. We'll let you know if 
the situation changes. 

IMi 





NEW GAME 



• BY: SUNSOFT 



FAT LADY SINGS 

Well, we did our best. After the 
smity of our previous losses 
,._j NMS#4), the NMS G 
Boys five-a- 
pulled up its socks, wi 
bruised legs in bubblewrap 
(true!), tucked its jerseys into its 
i hate perfunctu- 




collapsed to the floor, clutching 
! muscle. What ; 
iful twang. 



the Gome Boys were forced to 
look deep within themselves to 



• SUPER NES 



Phillip unleashed another of his 



put the ball in the net while the 
; still rolling with 
laughter on the ground. Rod 
burst his bubblewrap throwing 
himself with abandon against 
attacks. And, wonder of won- 
ders, our goalie, Ralph "Look, 
No Hands" Smith (the guy who 
produces our TV 
kept a clean sheet - 

laity! A fabulous 2-0 vie 
ry! And while we lost the next 
did so with dignity. 



our next outing, but, after scor- 
uple of goals, snapped 
ring again. On. 
.. rallied and was 
- I with a 4-1 win. 
twos on to the last 
game of the season. A win and 
we'd make the semis. A loss — ' 
we wouldn't have to play this 
stupid gome again. In the end, 
' ed the perfect solution; 
w. What might have 



such a wuss? Would we have 
gone all the W~ ■ :l 
let in the equc... 
utes left. Could \ 
contenders? Who cares? Fat 
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THE MAN BEHIND THE MAN BEHIND Tl 

This is not so much a news item as a history lesson; but with the current popularity of 
Mario thanks to the fab movie, Super Mario Brothers, we thought we'd tell you a bit 
about the man who created him. Recently a magazine called Who Weekly printed 
an Interview with Shigeru Miyamoto, the man behind the madness. Here is a glimpse 
of his life and lifestyle. 

He rides a bicycle to work (environmentally friendly!], and his cramped office is full 
of Mario toys and Mickey Mouse statues. He has two children, aged 5 and 7, who 
are only allowed to play video gomes for two hours each day, "unless it's raining out- 
side, and then I let them play longer." 

Despite the international success of Mario, (the plumber is recognised by mare peo- 
ple around the world than Mickey Mouse!], Shigeru doesn't receive a cent in royal- 
ties from the mass of Mario-related merchandise. 

However, this doesn't seem to bother him. "Nintendo allows me to create. I do not 
need anything other than that," he says. 



• GRATUITOUS INDUSTRY PROFILE 




YOU ARE ENTERING 
ANOTHER DIMENSION 



Following its success with the most excellent Addams Family, 
pinball king, Bally, has just released Twilight Zone to the 
amazement and delight of pinball maniacs everywhere. Some 
players have been so bold as to claim that it's the best game 
ever made I 

So what is so good about it? Well, to start with, it has more 
bonuses than you can point a bonus-pointing stick at, extra sets 
of flippers, magnets that are operated by the flippers, ramps 
everywhere and, of course, mulliball. The artwork is very 
detailed and looks great, and there are dozens of references to 
the spooky television series throughout the game. Make sure 
you check it out next time you hit the arcades! 





FIVE PLAYER MAYHEM! 

Finally, there 

that allows 
up to five 
people to 
take port in a 
game simul- 
taneously! 
Although 

there aren't any five player games currently available, by the 
time the Super Mulfitap Five Player Adaptor arrives on our 
shores, Super Bomberman should be out and may even be sold 
with the Super Multitap. 
Another possible 

candidate for multi ^^^.^-j 

player chaos includes 
the classic arcade 
adventure Gauntlet, 
and there are dozens 
of sport games crying 
out for such an inven- 
tion. The possibilities 




CONDITIONS OF ENTRY FOR ALL COMPETITIONS 

The promoter is Trielle Corporation, 363A Pill Street, Sydney, NSW, 2000 (ACN 003 550 392). Entry i 

lions. Officers or employees and the immediate families of the promoters, their advertising, safes promolit 

by the end of the working doy Wednesday, 21 July 1 993. The winners' name will be published in a futui 

Nintendo Magazine System. Prizes ore not transferable nor ore they redeemable in cash. The judges decision is final ond 

correspondence will be entered into. Information on how to enter forms part of theses conditions of entry. The contest is a 

game of skill, not chance, and as such all entries will be judged on merit. © 1 993 Nintendo Co., Ltd. All rights reserved. 



ipen to all residents of Australia with the following excep- 
agency and printers ore not eligible to enter. Entries close 
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WHO'S A PRETTY GIRL? 

It has been said, in more unen- 
lightened times, that behind every 
man stands a woman. This is not 
the case in the NMS office. No, 
in the game-playing nirvana that 
is the home to Australia's finest 
gaming magazine, the case tends 
to be that before every man 
stands a woman, generally 
screaming at us to stop playing 
games and finish the (expletive 
deleted) magazine if we want to 
get paid! 

In tribute to often unrecognised 
work done behind the scenes, 
NMS and Accolade are going to 
give away the Bubsy jacket so 
stunningly modelled by our Office 
Manager, Vanessa Liberiou, to 
the reader who sends in the most 
glowing tribute to Vanessa's 
beauty. Just send your love-sick 

platitudes to Who's A Pretty Girl, Then? Competition, Nintendo Magazine 
System, PO Box A305, Sydney South, NSW 2000. 



Hear no evil, see no evil, 
err... tongue no evil? 



(BEFORE IT DOES 
YOU!) 



une. the denizens 
k are at last on 





but things go horribly wrong 
when the security system mal 
functions due to sabotage, ond 
the monslrt 




SLAM DUNK! 



Fans of the NBA will be over- 
joyed to hear that Tecmo's 8- 
ball sim, Super NBA 
Basketball, is on its way 
down-under, and should be 
on the shelves as you read 
this. As with just about all 
sports games nowadays, 
there is a veritable avalanche of options 
nd stats to investigate, and that's exactly what we've been 
doing, so look out for a detailed review next month. 



NEW GAME 



• BY: TECMO 



• SUPER NES 



i objects represented by 
<ture mopped polygons. 
Surprisingly, this is achieved 
without the use of a SFX chip! 
The sound has I ' 

t of attention spent on it, 
ond you can hear music one 



ie opens early in 

September, and the games should 

r around that lime, too 

>utfor our full NES and 

Super NES reviews next month 

as well as a ho 
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THE OFFICIAL NMS CHARTS 



Game Boy 

1 SUPER MARIO LAND 2|!|* 

2 CRASH DUMMIES (2) 

3 AGRO SOAR [-)• 

4 SUPER MARIO LAND (3) 

5 IATTLETOADS 171 

6 JORDAN VS BIRD (3) 

7 DOUBLE DRAGON 3 16) 

S BART VS JUGGERNAUTS |7| 

9 ALIENS 3 181 

10 PITFIGHTER(IO) 



Flw^ i rlii 



• DOH! CORNER 



TOMS JERRY |l) 
SUPER MARIO 1ROS 3 (3) 
THE JETSONS (10)- 
ULTIMATE AIR COMBAT |2| 
INTERNATIONAL CRICKET (S) 
BART VS THE WORLD (6) 
KRUSTY'S FUN HOUSE (4) 
SPIDERMAN, SIN. SIX 181 
AUSSIE RULES FOOTIE (7) 
BATTLETOADS 191 



Super NES 

STARWING SEX (-)• 
SUPER STAR WARS (I) 
SUPER MARIO KART (2) 
DESERT STRIKE |4| 
STREET FIGHTER II 13) 
AXELAY [-)• 
ROAD RUNNER!-]- 
PGA TOUR GOLF (-)■ 
SPR DOUBLE DRAGON {81 
PRINCE OF PERSIA (-)• 



the Super NES courtesy of 
Tokaro. Well, it has come to 
attention that SunSoft has de> 



CELEBRITY GAMES SYSTEM 

Toni is a bit of all-rightS We like her a lot. That's 

why we're printing her CG5 even though she is a 

very sad player. Luckily she can sing, dance and 

do a spot of acting as well, 'cos she ain't gonna 

get a job with us! 

Name: Toni Pearen Occupation: Acfor/singer 

Age: 21 I own a: Game Boy 

I like to play Nintendo: When I'm flying, when I'm 

working, when I'm not working, and when I'm just hanging 

around. 

My Fave Nintendo Game is: Super Mario, because 

I'm determined to make it to the last world. 

High Score: Not sure. (We think Toni means that she is 

too embarrassed to tell us!] 

Cheats and Tips: I don't cheat, but my boyfriend does! 

The next game I buy will be: Ducktales. 




IT'S A HAT TRAP! 



friends, w 
is set but, 



Recently, there have been a lot of old car- 
toon characters staring in video games. 
Now the fastest mouse in the West has his 
own game on the Game Boy. It's none 
other than Speedy Gonzales, and as usual 
he is up to more cheese-related shenona- 
gains. 

This platform adventure sees Speedy dash- 
■ety of landscapes while collecting pieces of cheese and searching for his 
bo have been mouse-napped by the wretched King Rat. No Aussie release date 
as usual, we'll be the first to let you know should we hear otherwise. 
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• GAME BOY 



across a vai 
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• AUSTRALIAN 
ARCADE CHARTS 

Last Month's position 

in brackets. 

Fast movers have a 

bullet. 



tance of Timezone. Data 
East and Gottlieb games 



1 NBA 


AM (1) 






2 Virtue 


Racing 


21 




3 Wild 


Pilot (3) 






4 Suzul 


a 8 Hou 


s|. 
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5 Final 


Lap 3 (6 






6 Letha 


Enforce 


H 




7 Crime 


Patrol |- 


• 




l Mad 


3og McC 


ree 
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9 Stadi 


m Cross 


18] 




10 Mo 
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PUOSIEVS 
SCAVENGE* 

WUNT" 
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"89% - 
Incredibly 

t slick and 

i. addictive..." ', 
NMS 

"One off the 

best SNES 

platform 

games 



NMS 

"Pugsley Is 

brilliant fun all 

the way 

! through..." 

Super Action 
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As if things weren't ooky 
enough! Now Pugsley 
Addams must go on a 
simply torturous 
scavenger hunt. There's 
all sorts of unnaturally 
delightful traps. And 
hidden switches all about, 
which produce the 
loveliest, blood-curdling 
effects when Pugsley runs 
into them. There's even 
magic money which has 
an extra lively effect you 
won't want to miss. So get 
ready to get spooky, and 
get set to get kooky ...it 's 
Pugsley's Scavenger 
Hunt. En garde! 
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"I think it's the | 
best platform 
game on the 

system" 
Super Play 
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NNS NEW GAMES SPECIAL 



I 



I 



It's the Games Mecca of the universe, the 
place where all the new console hits are 
shown off in their glory. It's the Consumer 
Electronics Show in Chicago, and NMS was 
there to bring you this special report. 
Here we go! 





MARIO'S BACK! 

And boy, does he mean business! The 
world's most popular plumber was defi- 
nitely Nintendo's star of the show, fea- 
turing in a stack of new games. The big 
news is that four of them are on the 
Super NES cartridge. Mario All Stars 
features NES games Mario 1 , 2 and 3 
updated tol 6-bif, together with Mario 
Lost Worlds, a game only previously 
released in Japan. The cart's going to 
be a must for Mario fans - just be 
aware that they're basically the same 
games as their NES cousins. 
Mario and Wario is the other Big M 
title to hit the Super NES. It's a surpris- 
ingly addictive puzzle game in which 
Mario's aim is to get to Luigi by guid- 
ing the good fairy across blocks which 
can appear, disappear, dissolve and 
explode. At first, the mouse-driven 
game seems incredibly simple, but, as 
the game progresses, the screen get 
hellishly tough. 



YOSHI ON SUPER NINTENDO 
SCOPE 

Yoshi's Safari is probably the best 
shoulder-blasting laugh yet, featuring 
our prehistoric pal in a 3D world 
where the only way to get anywhere is 
to shoot everything in sight and, when 
the going gets tough, jump for it! The 
game has some really neat graphical 
touches, excellent sound and is defi- 
nitely one to look out for. 
Battle Clash fans aren't left out either. 
Battle Clash II picks up where the origi- 
nal left off, delivering the same blasting 
frenzy but improving on the payability 
of the original. Definitely worth a look 
if you haven't got the original. 

PAC-MAN LIVES AGAIN) 

Remember the ghost-gobbling superstar 
of the Eighties? Well, he may have been 
in semi-retirement since Pac-Land, but 
now Namco has brought him back in 
all-new adventures on Super NES and 
Game Boy. Pac-Man 2: The New 
Adventures puts our maze maniac back 
where he likes to be - in the thick of the 
action - while Pac-tris is a nifty Tetris 
clone and great fun to play. Meanwhile, 
Ms Pac Man is preparing to make her 
debut on Game Boy and, unless we're 
all very careful, the whole Pac phe- 
nomenon looks as if it's going to start 
over again... 




Kid Mown In Night Mayor Town 
(NES) 




Jurassic Park (NE5) 
Last Action Hero (GB) 




While the Star Trek - The Next 
Generation, Super NES and 
Game Boy versions are by dif- 
ferent companies, they both 
took quite smart! 




Stoker's Dracuia (NES) 
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Dungeon Master (SUES) 



GAMES THAT WE CAN'T 
IMAGINE PLAYING 




Block Bass Lure Fishing (GB) 
Trolls In Craiyland (NES) 
Thomas The Tank Engine (NES) 




Wizard of Oz (SNES) 




ALADDIN IS MAGICS 

Capcom had a stack of new games to 
unveil at the show, including the long 
awaited Super Mega Man on Super 
NES and Disney tie-in, Aladdin. Super 
Mega Man improves on just about all 
the features of the NES superstar, and 
anyone who's never battled against 
mad Dr Wily is in for a bit of a treat. 
However, it has to be said that the for- 
mat is starting to look a bit samey now. 
Aladdin could prove to be the hottest 
Disney tie-in ever, and challenge 
Mickey Mouse for the hottest Super 
NES Disney license ever. The graphics 
are absolutely stunning with a payabil- 
ity to match, and the game looks set to 
prove one of the hottest this year. On 
the down side, Goofy's Goof Troop 
looks fairly standard fare. Other 
Capcom carts to look forward to 
include Eye Of The Beholder, a faithful 
conversion of the Amiga classic start- 
ing to look a bit long in the tooth, and 
MVP Football - a fairly decent 
American Football sim which hopes to 
knock John Madden off the top spot, 
NES owners can look forward to 
Mighty Final Fight, a nifty little clone 
with scaled down graphics and lots of 
challenge, Rescue Rangers 2, with RRs 
doing more of what they do best, and 
Mega Man 6 - that's right, 6 - Mega 
Man's biggest outing yet. 
And if you've got a Game Boy, you 
can count yourself lucky, too. Capcom 
is set to unleash Mega Man 4 and 
Duck Tales 2 for the hand-held, and 
we'll be bringing you lots mare on 
both these titles very soon. 



EMPIRE STRIKES BACK AGAIN! 

JVC has Finally unleashed one of the hottes 
Empire Strikes Back on the Super NES. Th< 




The 7th Saga (SNES) 



TURTLES GET THEIR OWN 
TOURNAMENT 

Good news for Turtles fans. Teenage 
Mutant Ninjo Turtles - Tournament 
Fighter, which is not unlike the globally 
famous game of World Warriors, is on 
its way from Konami. Choose your Turtle 
and take on the machine or a mate in a 
timed fight to the finish. 
Unfortunately, there wasn't much else 
from Konami at the show, although the 
company does have a habit of spiriting 
brilliant products out of thin air and it's 
unlikely that this will be an exception. 



PINBALL WIZARD ON GAME BOY 

Hand-held hilarity knows no bounds, with the release of three big-fime 

ttobeKirby'sPinball-the 
besl hand-held pinball game you're likely to find anywhere! This is tl 
game in which Kirby curls up ond becomes the ball, and the aim is 

: seriously wacky 

_., _nd the inertia of a real 
been perfectly captured to deliver o real gem. Keep your 

d for more on this one soon, 

Wario Land is the latest in Mario's hand-held antics. This time around 
he's become his evil alter-ego whose mission in life seems to be to 
deliver as much nastiness as possible as quickly as he can. The main 
sprite is absolutely enormous, and there ore zillions of scr 
through. Rumour has it that Mario himself puts in an appe . 
where along the line (to herald the arrival of Morio Land 3?), but we 
haven't seen it yet. Nintendo's other big hand-held title is Mefroid II - 
Return Of Samus. In America, old Metroid seems to be a bit of a bomb, 
but to be honest I can't see what all the fuss is about. This could be 
of the hottest carts of the year. 

Hot! Hot! Hot! Tetris 2 is coming to NES and Game Boy very : 
Nintendo was hoping to have the cart i 
ly it didn't appear. However, rest a: 
as we see something, we'll let you know. 




STAR TREK GETS ITS NEXT GENERATION 



It's endless mission: to e , 

laughs and top titles. To boldly go wherever the hell we p 

indeed, Star Trek - The Next Generation fans i 

'ns set to appear on every Nintendo m 

ti Holobyte is busily putting the final touches on the Super NES 
sions of the game, and the game looks very faithful to the TV series, 
and features plenty of depth as you guide the enterprise and its crew 
through a variety of testing missions. Definitely one to look out for. 
Meanwhile, the NES and Game Boy licenses are being programmed 
by Absolute, and are quite different games. The Game Boy version 
;, ond much better than the rather whiffy 
Star Trek which came out a year or so ago. So look out for them all 
id, er, Engage! 

iat's not all, folks! We'll be back with e 
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MORTAL 




For years, Street Fighter 2 has been the undisputed king of 
the arcades. Dozens of games have attempted to emulate 
it, but few have come anywhere close. Until now, that is. 
Mortal Kombat is the only fighting game to seriously chal- 
lenge the rule of Street Fighter 2, and it's finally being 
readied for release on the Super Nintendo and Game Boy! 
Of all the versions coming out, the SNES copy is the closest 
to the arcade in terms of graphics, sound and gameplay. 
The original graphics of the arcade version have been 
recreated faithfully for the Super NES, and few will notice 
any difference. 



Extra Game Mode 

The home versions of Mortal Kombat have an extra gam 
the arcade machine lacked. This exhibition mode allows 
to continuously challenge each other while the computer 
of wins and losses, jusf like the Vs mode in Street Fighter 
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| GAME FAX 

PRICE: $129 
j BY; ACCLAIM 




MORTAL 
WOMBAT 






I PLAYERS: 2 
MEGS: 16 










THE SHAOUN TOURNAMENT 

Those who enter the tournament must face six separate warriors and a 
mirror image of themselves in a best-af-three rounds match. 
If you make it past them, you are put into an series of three endurance 
fights, in which you must fight two challengers, one after the other, with- 
out a rest or even a cup of tea between battles. 

Next up is the monster Goro, a veritable tower of strength, whose hob- 
bies include knitting, origami and ripping people's heads off. What a 
charming lad. 

After Goro, the only thing standing between you and victory is the evil 
Shang Tsung. He has taken control of the tournament, and doesn't take 
kindly to anyone who threatens his rule. 




ADVANCE SCREENINGS 



AUGUST 93 



ADVANCE SCREENING 



KOMBAT 










THE MAGNIFICENT SEVEN 

in the arcade version, you can choose your fightf 
sn. Don't thr 
:ts your fav 



Johnny Cage; 

This poseur is a Hollywood actor, 
who should probably take some 
time out from the solarium and take 
some acting lessons! Johnny can 
throw green fireballs (or are they 
something disgusting from the back 
of his throat?], and if someone is 
beating him in a corner, the rotter 
drops to the ground and delivers a 
nasty punch to the groin! Ouch! 



Lui Kang; 

Now a Shaolin monk and fisher- 
man, he was previously a member 
of the mysterious Lotus Society. Lui 
Kang can fire rapid blasts of pure 
energy and, if his opponents try to 
run away, he launches after them 
feet first, aiming for their yellow 
belly! 



Kano: 

A member of the treacherous Black 
Dragon cult, Kano has cybernetic 
body parts, and can send his body 
spinning through the air towards 
you like a cannon ball! He has a 
spinning knife, which he can throw 
even while blocking! 



Sanyo Blade: 

An agent of the special forces, 
Sonya is after Kano with her force 
wove at the ready. She's a tough 
gal, yet she gets the vote of most 
gorgeous video game babe by the 
NMS lads! 



Sua Zero: 

Shrouded in mystery, Sub Zero is a 
Ninja of the ancienl Lin Keui disi- 
pline. By channeling his ancient 
Ninja powers, he can send icy 
blasts from his finger tips that tem- 
porarily freeze opponents, allow- 
ing him to casually walk up and 
smash them into next week with a 
devastating uppercutl 



Scorpion is an undead spectre, 
who has returned from the dark 
side to exact revenge on the one 
who killed him, Sub Zero. He car- 
ries a harpoon which he hurls into 
his adversaries' chests, and then 
drags them in close where he has 
them at his mercy! 

Raiden: 

Raiden is a Thunder God, 
rumoured to have joined the contest 
on invitation by Shang Tsung him- 
self! Raw electricity courses through 
his veins, and he can unleash bolts 
of it upon others at will! 

The Eighth Man: 

Living below the bridge is a myste- 
rious warrior known only as 
Reptile. Closely resembling 
Scorpion and Sub Zero in both 
fighting style and dress, this green- 
clad lizard man appears seeming- 
ly at random to challenge you in 
The Pit. He is very quick, and can 
freeze or spear you with equal 
ease, so be on your guard! 



Y 
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Half-dragon, half-man, the mighty Goto has withstood 500 years of challenges without 

flinching. The mere sight of his grotesque four-limbed body is enough to make even the 

hardest opponent rush to the bathroom to change their undies! This cruel monster enjoys 

intimidating challengers with his size, and his favourite move is to grab his hapless victims 

with his lower arms and then pound them into submission with his rock-hard forearms! 
If fighters manages to defeat the repulsive Gore, they must face Shang Tsung himself. This 
fiendish scorcerer has been living on the souls of his victims, and can use any fighting tech- 
nique they may have mastered to his advantage. 




KILL HIM AGAIN! 

Without a doubt, the best thing obout Mortal Kombat is the variety of 
gruesome ways in which you can finish off your opponents. Once 
you've drained their energy for the second time in the fight, you are 
instructed by Shang Tsung to finish them off for his perverse pleasure. 
Each character has a unique way of sending their opponent to an early 
grave, be it by physical dismemberment or magical trickery. To execute 
the final blow, you have only a few seconds to perform a complex 
series of joypad commands, different for each character. If you perform 
the finishing move sucessfully, you are treated to the gory spectacle, 
and you get a massive 1,100,000 point bonus! 



We have seen and thoroughly played an almost finished 1 6 meg Super 
NES version of Mortal Kombat, and it's looking fantastic! I ran off to 
Timezone to play the arcade version (it's a tough job, I know), and I 
can report that the SNES version is almost identical to its big brother. 
Almost? I hear you ask. Well, there ain't no blood in our preview ver- 
sion, but as I've said, it is an unfinished copy, so there is still a chance 
that the blood and guts will be included in the final version. Overseas 
reports indicate that this may be the case, so keep your fingers crossed! 
Look out for a full review in next month's issue of NMS. 
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GAME BOY 
PREVIEW 



Based on Midway's fast-paced coin-op, the Game Boy ver- 
sion of Mortal Kombat once again is set at the legendary 
Shaolin tournament for the martial arts. Experts from 
around the world have gathered once again to take on the 
might of Shang Tsung, who has been the champion for the 
past 500 years, but, before they face him, they must 
defeat the other combatants, and a fiercesome half-drag- 
on, half-man called Goro. 

LOOKIN' GOOD 

Mortal Kombat on Game Boy? Unlikely os it seems for Midway's 
arcade classic, Acclaim has managed to squeeze it onto the Game Boy 
format fairly successfully while retaining a high standard of animation. 
The sprites are large and detailed which makes the fight sequences 
easy to manipulate with a high degree of accuracy, though the distinc- 
tive backgrounds have been dropped in the interests of clarity. 




SPECIAL MOVES 

Accloim has been able to retain an amazing proportion of the 
Super NES' moves and special powers on the limited Game Boy 
format. 








1 GAME FAX 


1 Mrfrrjvi 1 
1 vpi'rasr 1 


PRICE: $59.95 
BY; ACCLAIM 
PLAYERS: 2 









TWO PLAYER! 

Linked Game Bays will be able to play Mortal Kombat head-to-head 
using the standard Game Link cable that comes with the Game Boy. 



PLAYER A 




WHERE'S JOHNNY? 

Dunno why, but the programmers have seen fit to leave Johnny Cage 
off the hand-held, though his similarity to Lui Kang probably didn't help 
his cause when it came to scaling Mortal Kombat down to Game Boy 
size. 



Look out for the full ft MS 
review next issue! 
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PRICE: $109.95 
BY: ACCLAIM 
RELEASE: JUNE 



CONTROL 

JOVPAD 

GAME DIFFICULTY 

HARD 
CONTINUES 

UNLIMITED-PASSWORD SYSTEM 
SKILL LEVELS 

THREE 

RESPONSIVENESS 

GOOD 

1ST DAY SCORE 

COMPLETE EIRST LEVEL 

ORIGIN 

A NEW GAME FROM ACCLAIM, DIFFER- 
ENT TO THE OTHER ALIEN 3 GAMES 
IMEGADRIVESG 
BASED ARODND THE MOVIE OF THE 
SAME NAME. 



To say ll 

In fact, she didn't even wake up in Hie sai 

After her heroic battle against a queen alien aboard the Sul 
>r, Ellen decided to take a well deserved rest in hyp 



, before she 
typr. 



I, the Face-huggc 




Moving around the prison complex is a diffi- 
cult task. Due to a lack of maintenance, many 
rooms and corridors have become either fully 
or parttolly blocked off. To overcome these 
problems, Ripley has to use less conventional 
means of getting around. 

To reach higher platforms whan there ore no 
ladders, look for chains to climb up. Gops that 
are too Far to clear with a jump can be negoti- 
ated by swinging across bars attached to the 

eiling. 



In some missions, Ripley has to use a welder 
to mend broken pipes, repair electrical equip- 
ment or seal off doors. To activate the welder, 
simply stand in front of the broken object and 
press the Y button, 

Welding only takes a few seconds, but the 
aliens can quickly overwhelm you while you 
are distracted. 

Activate your motion tracker as soon as you 
start welding so you are aware of approach- 
ing danger. 
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RLIEN EXTERMINATION - THE ELLEN RIPLEV WRV 

Ripley is o bit of o veteran when it comes to intergalactic bug hunts, so she knows best 
what weapons to take along and cause maximum damoge! 

Pulse Rifle: This high-powered machine gun rips apart small aliens with no trouble, 
although the tough hide of older aliens lessens the impact of the bullets somewhat. 
Grenade Launcher: Send a grenade into the chest of on alien and it'll be coughing its 
guts up all over the place! 

Flame Thrower: Playing around with fire sure gets the Aliens wound up no end, espe- 
cially when you're cooking their egg pods! 
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Fires your pull* rifle for a* long 
ai you keep it pr»***d. 
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Mokes Ripley jump, or drop whan 
hanging or on a ladder. 
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Launches grenade. 
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Unleashes everyone'! favourite 
alien exterminating device, the 
flame thrower! Keep pressing for 
continuous carnage. 
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5 kip i through your weapon 
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f RADIOACTIV 
WITH FALLO 



t are at work in Springfield. As the town sleeps silently, lone > 
_-, stays awake trying to unravel a sinister mystery. His I 
has disappeared from the pages of his i 
Enlightenr 



Wond 
i black hole. Unles; 



Who will rescue Radioactive Man from the 
n, the 



PRICE: $84.95 
BY: ACCLAIM 




TOUGH 
CONTINUES 

2 

SKILL LEVELS 

l 

RESPONSIVENESS 

SLUGGISH 

1ST DAY SCORE 

COMPLETE FIRST CHAPTER 

ORIGIN 

MOTHER ORIGINAL GAME BASED 

ON THE SIMPSONS CHARACTERS 
DEVELOPED BY MATT GROENING. 

THIS ONE CENTRES ON ONE OF 
BART'S FANTASIES, TO APPEAR 
ALONGSIDE HIS COMIC BOOK NERO, 
RADIOACTIVE MAN. 



STEP INSIDE THE MIND OF BART SIMPSON! 

Before Bartman can free R-Man he must r 
Radioactive Man's mighty powers, each of which has 
been taken by one of Brain-O's evil helpers, Swamp 
Hag, Dr. Crab and Lava Man. They each resi ' 
environment familiar to their character. 

Swamp Hag is the controller of the first chapter 
which spans the junkyard, underground pipes, the 
swamp and her secret hideaway. 

Dr. Crab is the craftiest crustacean in the ocean. His 
huge territory encompasses the sea bed, the dangerous 
deep water crab walk, an underwater cave network 
and his ™™»t Uk^mw,, 

I 

below the Earth's crust. From the „.. 
Bartman must journey to an underground city populated 
by monsters! Lava Man waits for you in his lava bath. 

Brain-O the Magnificent has to be faced in the last 
chaoter as Bartman and the 
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Along your journey you 



HOW TO CONTROL: 

DIRECTION PAD: Directs which way Bartman 
/alks, swims or flies. 

■■■■...■: ■ : ;-.,;■.: 




HOW TO PLAY: 

You control Bartman and must get him through 
four chapters of a Radioactive Man comic, as well 
as the mysterious Limbo Zone. Standard platform 
gameplay means you jump around, punch and 
shoot baddies and collect power-ups. 
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THE UMBO ZONE 

■ — :h level there is ti — 
, r tunity to enter the Lin 
Zone for a brief period of 
time by finding a warp hole. 
While in the Limbo Zone you 
have the chance to collect 
heaps of power-ups, trapped 
there by the pull of ihe black 
hole. The Limbo Zone is high- 
ly unstable when entered 
through a warp, and the 
slightest missed step sends 
you back to the level. Survive 
the Limbo ond you gel trans- 
ported to the next level! 
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Easy to control. 

Barfman is slow to gel going, and your 
jumping must be soot on. 


72 
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Lois ol long, lough levels will lake you UmmmF 
a while to finish. ^^^ 
Ihe constant repetition is frustrating. 
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VIDEO GAMES HEAVEN 



HOPPING CENTRE 
MAROONDAH HWY, CHIRNSIDE PARK 3116 
Ph: (03) 727 2219 or (03) 727 2976 




RA DEvideoG aME 



SHOP 1018 

KNOX CITY SHOPPING CENTRE 

BURWOOD HWY., WANTIRNA 3152 

Ph: (03) 887 1874 or (03) 887 1605 



FRANCHISING NOW 



\S^sSs.SSiSiA 



JURASSIC PARK 



ORDER NOW 

FOR MORE INFORMATION & CAME PREVIEWS 

0055 26635 

(25<T per 21 sec. Phone Aust. Get Parents O.K.) 



HOW THE TRADE A CAME SYSTEM WORKS 

1. WE SELL THE LATEST NEW GAMES AND SYSTEMS 

PLUS 

2. WE BUY YOUR OLD GAMES & SYSTEMS 

3. YOU CAN TRADE IN YOUR OLD GAMES & SYSTEMS 

4. WE SELL FULLY GUARANTEED 'TRADED IN' GAMES 
AND SYSTEMS 

HOW DO YOU DO IT? 

JUST RING (03) 727 2219 

OR 

(03)887 1874 
AND WE WILL TELL YOU HOW 



VIDEO GAMES 
TO THE VALUE OF 



iWJlTl 



RING THE V.C.H. INFORMATION 
LINE TO REGISTER NOW 

0055 26635 

(25<t per 21 sec Phone Aust.) 



sim mm @^^ , 

ONLY 
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$99 1 



JUST TRADE IN YOUR OLD NINTENDO OR 

MASTER SYSTEM, PLUS 6 GAMES. 

IT'S EASY, JUST GIVE US A CALL 

(03) 727 2219 or (03) 887 1874 



a K.V.G.H. Australian owned Australian operated 



WE WILL GIVE YOU A QUOTE No. 
PLEASE WRITE IT DOWN 

NAME 

ADDRFSS: SUBURB: 

P/CODE: PHONE: 

I AM PAYING BY □ Personal Cheque D Money Order 

D Visa □ Bankcard D Mastercard 
CARD HOLDER NAME: 

o\RDNc.nnnnnDDDDDDDDDnn 



MAIL ORDER FORM 



Exp Date 



Signature:.. 



I WANT TO BUY 



Postage & Handling 1 x Gami 
Add $1 (W (or each Extra Gam 



PRICF QUOTED! Add S&00 for System PurrhaseS... 

DO \OTSt\i> WITHOUT QUOTE So. TOTAL SENT S... 
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PRICE: $109.95 
BY: MICROPROS! 
RELEASE: JULY 



CONTROL 

JDYPAD 

GAME DIFFICULTY 

MEDIUM 

CONTINUES 

INFINITE -PASSWORD 

SKILL LEVELS 



RESPONSIVENESS 

A BIT SLOW 

1ST DAY SCORE 

COMPLETE FIRST CAMPAIGN 

ORIGIN 

THE F-15 HAS BEEN THE BASIS FOR 
MANY FLIGHT SIMS, ALTHOUGH THIS 
VERSION IS SOMEWHAT DIFFERENT TO 
ALL OTHERS. 
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LOCKED ON 
TARGET! 

While you're flying around the map view you will come 
across blue enemy jet markers. As soon as you fly within 
striking range, the screen will change to a first person view 
out of the cockpit. Here you face the enemy in vicious dog 
fights, and you're often heavily outnumbered! 
In the centre of the plane's control panel is a read-out of the 
F-15's status. To the left of this is a radar screen which shows 
your F-15 in relation to the enemy planes. Line up your adversary 
and the weapons system will automatically lock on. Now is the 
time to send him into early retirement with a Sidewinder up the 
exhaust port! 

TARGET 
DESTROYED! 

When you fly over a ground target, the action switches to dive- 
bomb mode. 

Avoid the surface-to-air missiles and anti-aircraft fire by gaining 
altitude, then cut the throttle and drop down on your target and 
fry them with steel rain from the barrels of your cannons! As soon 
as they're down, get the hell out of there! 

Here are some of the more important targets which release valu- 
able bonuses when hit, 

OIL REFINERY: Without fuel, even the most sophisticated planes 
stay on the tarmac and, if you're in the sky without fuel, bye- 
bye sky! Knocking out an oil refinery is the F-1 5 pilot's way 
of saying "fill 'er up!" 

SCUD MISSILE LAUNCHERS: Get rid of a Scud site and 
1 2 air-to-ground missiles are yours. 

AIR DEFENCE HEADQUARTERS: If you are bothered by 
swarms of SAMs, hit 'em where they live and they will trou- 
ble you no more! 

NUCLEAR REACTOR: It is rather unwise to damoge this 
place, and doing so rewards you with a terminal case of 
radiation contamination! 
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HOW TO CONTROL 

DIRECTION PAD: Moves you up, dc 
riqhl on the map view. When in the 



TARGET. 



Tj 


1 Fires 30mm cannon, views map. 1 


BJ 


| fin ,. mM c 


SJ 


1 Starts game, pauses game. 


SJ 


1 Enters password screen. 


x] 


1 Throttle up. 


YJ 


9 Throttle down. 


LJ 


1 Releases chaff. 


Jtj 


1 Release! flares. 



COMME 



There are four major campaigns in 
Super Strike Eagle, each of which is 
broken up into a number of mis- 
sions which in turn have several 
targets within. 

Upon destroying each target, you 
are rewarded 
with a number 
of points as well 
as a bonus such 
as extra fuel or 
ammunition. For 
each mission, 
plan the path 
between targets 
you will take so 
as to replenish 
fuel and 
weapons before 
tackling further 
targets. 



The anticipa- 
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that it wasn't the 

flight sim. Actually, it's not 



The only problem is that the 



are fairly basic, the blasting 



CONTROL 



After heavy fighting you 
may find your F-15 with 
empty missile racks or 
flak damage. Rather 
than risk death trying to 
liberate bonuses from 
unwilling targets, head 
for the nearest friendly 
base for quick repairs 
and re-arming. 



aterial, and the flight s 



themselves are very repeti- 



enough not being good 
enough. 
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Life's a bitch and then somebody trys to kill yo 
When Jake Armitage wakes up i 
knows that s 



y r and has to try to put the pieces back 



2050AD and the world has gone cyberpunk. 
ntrolled by the Megacorps and 
lion is power. Those that have slipped 
between the cracks of this brave new order live on 
the streets, according their c 
Shadowrunners jack into th« 

ency of the Megc 
ich other away for 
in magic is practiced. 
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PRICE: $109.95 
BY: DATA EAST 
RELEASE: JULY 



CONTROL 

JOYPAD 

GAME DIFFICULTY 

MEDIUM TO HARD 

CONTINUES 

BATTERY HACK UP 

SKILL LEVELS 



RESPONSIVENESS 

GOOD 

1ST DAY SCORE 

FINISH TENTH STREET 

ORIGIN 



created by FASA Corporation. 



SHUT UP AND 

Remember, you' 
your memory era 
lot of learning 
to do and the 


LISTEN! 

ve just had 
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the pieces or 
your shattered 
life together is 
by chatting to 
the other citi- 

As you speak to 
various people, 
key words 
will be added 
to Jake's Ask 
About menu; 
which will 
allow him to 
ask about clues 
to an increas- 
ing range of 
subjects as he 
speaks to differ- 
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people you 
meet will be 
unable to help 
you if you con't 
ask them the 
right questions. 
Of course, some 
help you anyway 
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- life's like t 
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won't 
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, Don't be shy, have a 
> to be quick 
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HOW TO CONTROL: 



5«Wt : Bring up party itetu* 



Exam in* obj*ct/ pointer 



Opan/cloM daen/polnfw 



Bring up itanu and *ub-m*nu 



HOW TO PLAY: 

Move Joke < 



IMilfill l 



jtafe 



/take 
he does build 



While the soundl 

graphics o 

bang m 

ell. The ■ 
and the amount of detail 

ill helping to create 
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ROCK-n-BVE BABY 

Hidden in the various buildings is your very 
own office, which, apart from having a few 



the Super NES 
in Australia 
has been sadly 
lacking in RPG 
/Adventure 

, but all 



Shadowrun. 

filing 



ner. Just the thing for a tired gamer feeling ir 
need of a revitalising catnap, you say. Well, 
1 |ht so, because 



you make 

enter a Save Game/Karma option SC.*.* 
you will re-enter the game with your life 
replenished r 



MONO-RML 



1*7//- 



rking your way through the 
you are finally able to hitch a ride 01 

t of town. Yc 
still have a fair way to go before you will [ 
figured out who burnt your brain and why, 
in the short term, you will find that you have i 
ing problem at hand. If you haven't 
f adequately for this, v 
i well hit the restart button. Or not. 
it now good are you? 
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1 admit it - 1 


gfcJ 


ture games 
and role- 


TONY 


games! But 
after playiru 
; Shadowrun, 
which is an 
excellent 
example of 
just how 


ng to bet that even Street 






ast, we ha 
coking gam 


te a thought- 
e that builds 


great atm 
bines lots c 


Dsphere and 
f elements to 



keep your fingers and you 



y through it. 
There are plenty of items t 
1 "it, bad dudes to 



»*3 



Ml 



ake it a classic, so buy a 
copy now! 
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GRAPHICS 


draw you kit* tht gome. ^Br ^H 

Loth of fiHI-nreen del ail sdmIJmi 
make the game look disappointing. 1 
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The ability la probe alt arovad th'i 
game and still not be able lo finish a sec- 


This ton be frustrating. _ 
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that will have Zeldo fans, among 
others, in rapture. 
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THE GREAT 




As you will know if you are an 
avid reader of our News pages, the 
NMS team are dead-set fanatics 
when it comes to soccer, so we 
thought that it was about time we, 
took a close look at some of the 
soccer games that are available for 
the NES. y^fl 

It turned out that there weren't all 
that many of them, so we threw in 
a couple that have not yet been 
released in Australia so that we . 
could have a decent comparison^ 
and so that we could show dm 
about how many games j> ^' 
we've got, 



PRESENTATION 83 
GRAPHICS 78 
SOUND 50 
IASTABIUTY65 
PLAYABIUTY 69 
OVERALL 68 



PRESENTATION 87 
GRAPHICS 68 
SOUND 55 
PLAYABIUTY 66 
LASTABIUTY 67 
OVERALL 66 



If you're a fan of sports 

tsims, you are probably 
aware that it has only really 



been since the Super NES was 
released that gamers have been 
able to get their hands on top qual- 
ity games. This was cruelly rein- 
forced for us when the results came 
in for our Great NES Soccer 
Compare. They do not make happy 
reading. That's why we're pleasecj 
to announce that the NMS Gan 
Boys indoor soccer team has 
reformed for another stab at the 
championship. In the meantime, the 
armchair sportspeople among you 
should read on... 
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PRESENTATION 55 

GRAPHICS 50 
SOUND 46 
LASTABIUTY 57 
PLAYABIUTY 49 
OVERALL 49 



PRESENTATION 93 
GRAPHICS 49 
SOUND 33 
LASTABIUTY 39 
PLAYABIUTY 33 
OVERALL 36 




NES REVIEW 



PICKING A WINNER 

Make your choice between ony of the 24 teams on offer 
to you from Championship contenders like England or 
Brazil, through to average teams such as U.S.S.R. or 
Poland or one-hundred-to-one shots, like Australia and 
Japan. So select your team and set your defenders, mid- 
fielders and forwards to give you the best chance to take 
the cup and prove the critics wrong. C'mon Aussie! 




34 NMS 
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WORLD CUP SOCCER 



about you, but I can't tell which of these 
amorphous blobs is actually on my team! 




World Cup So* 
rsfNES 
on the m 
it does lack an options 
' ~*~ would mole 
3 . -at deal bet 
ter, and it takes a little 
time to get the hang of 
where your players are 
when passing or when 
nges quickly. It's OK, I guess 
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COMPUCATID! 

All is not as it 
appears. Take a goal 
kick for example. You 
will find that you 
have the choice of 
nine different kicks 
just to get the ball 
back into play! Most 
of the gameplay pre- 
sents you with at 
least as many options 
and you will often 
find yourself referring 
back to the instruc- 
tion book to master 
all the moves, instead 
of getting on with the 
game. 
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SKILL LEVELS 



RESPONSIVENESS 



1ST DAY SCORE 

ONE AGENT DEAD 



I 



Mech warrior is a conversion of 
the PC game based on the awe- 
some multi-player coin-op, in 
itself based on the popular RPG 
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I MECH CENTRAL 



ltrol. Owing to slight 
. _.mbat rr"~~" 
wise to alter your Mech cor 

ion (unless you're hard like us 
:ed out the ultimate set-up). W 
iffer include missiles (short, n 
long-range with optionol homing 
itry), lasers (small, medium or large) 
particle cannons (the ultirr 
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COMBAT! 





- thick of it all. The 

basic objective of ninety per cent of the 
missions is just to blast the hell out of 
the opposing Mechs! For the fastest kill, 
concentrate your fire on the head or the 
chest. Blasting off arms and legs is " 
very well, but it doesn't eliminate t 
threat. 



MECH WALESA 



LIGHT MECH 




LIGHT MECH PLUS 



MEDIUM MECH 



HEAVY MECt 




SAULTMECH 



y 2,432,000 C-bill 
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f. The urge 1o complete missions and cus- 
tomise your Mech extremely strong... 

But H musl be said Ihat Ihe missions gel 
repetitive after a while. 
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PRO TENNIS TOUR 



illie Jean King, Arthur Ashe, Virginia 
Wade and Hie Nastase. Most of 
these names probably mean little to you. 
They were all, believe it or not, tennis 
stars of the 70s. Now, while you may well 
doubt whether they could run after the 
ball without tripping over their flares, 
they were all pretty skillful at the game 
of bat and ball (apart from 'Ginny who 
was just spawny in 1977). 

And? Well most have long since taken 



the spare balls out their trouser pockets 
and retired to sunnier climes, apart from 
the old dog Jimmy Connors - a veteran of 
inveterate proportions, a veritable Gary 
Glitter of world tennis. Now he is ready to 
give you the benefit of his numerous come- 
backs by taking you on his Pro Tennis Tour, 
a whirlwind worldwide tournament - and 
that includes the polar regions! Happily, 
you're spared the press conferences, and 
all that tiresome real prize-money. 



PRICE: $119.95 
approx 

BY: UBI SOFT 

RELEASE: 

AUGUST 



CONTROL 

1 OR 2 JOYPADS 

GAME DIFFICULTY 

MEDIUM 

CONTINUES 

PASSWORD 

SKILL LEVELS 

3 

RESPONSIVENESS 

GOOD 

1ST DAY SCORE 

WORLD RANKING 10 

ORIGIN 

Pro Tennis Tour is licensed 
around the crumbly famous 
tennis star Jimmy Connors. The 
viewpoint and gomeplay 
resemble Super Tennis quite 
closely. 




HOLD YOUR FIRE 



Every tournament player has a world 
ranking. Rank Is based on points, and 
points are gained by winning an event, or 
reaching later rounds. Big events, called 
'Grandslam' tournaments earn you the 
most points, but more players are attract- 
ed to enter these, so you'll probably have 
to play more rounds to succeed. 




Pick a math, ony coath... 



Stflts-U-Like , served up with side salad. 



Look at the finish on these options mote. Oooh! 
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The serving function is different to 
other Super NES tennis games. Serving 

Wtrolled with either A, B or X. B is 
the easiest to use, but produces the 
slowest ball. By holding the button 

jrsor appears in your oppo- 
nent's half. Use the joypad to move 
this to the desired position, and release 
the button, which hits the ball. It's not 
as easy as it sounds, especially with the 
A and X buttons, when the marker 
resists your movements strongly. 



RANK TO YOUR 
HEART'S CONTENT 



Another play feature of Jimmy 
Connors is the variation in play 
speed. When a button is held, the 
backswing for the shot is taken. The 
shot won't be ployed until the button 
is released. The longer the button is 
held, the harder and faster the shot 
is played. However, while the button 
is being held a player con't move. So 
you must get into position before 
planning a big return. 



NES REVIEW 



_ (Ml out by ploying on ice. 












PERSONAL 
TRAINER 






A novel feature of the Pro 
Tennis Tour is the tutorial 
option provided on the title 
screen. The five available 
trainers fire balls across the 
court for you to practice 
with, giving you snippets of 
wisdom at the some time. 
The trainer's advice spans 
elementary shots and also 
more advanced tactics. 













SURFACE 
TENSION 






There ore six playing sur- 
: aces on offer for exhibition 
matches, each having dif- 
ferent play characteristics. 
The first four are fairly stan- 
dard, internationally recog- 
nised courts — hard, grass, 
clay and indoor. Hard and 
ndoor are artificial and 
concrete-based, giving high 
jounce and suiting back- 
court play. Grass is a fast 
surface, because the ball 
lardly bounces and most 
shots need to be played on 
he volley. Clay is a slow 
surface, because the soft- 
ness of the surface reduces 
he ball's speed. The last 
options are snow and 
desert! 






RIO, PARIS, KAT- 
MANDU, MERTON... 



When you're tired of knocking balls in your 
own back yard, take Jimmy's hand and fly, fly 
across the globe to events in exotic locations. 
The tournament spans all twelve months of 
the year, with a short break for summer hols 
midway. You must opt to play a tournament 
each month, by moving the tennis boll mark- 
er around the globe. The number of rounds 
for each event depends on the number of 
other players entering. Quarter and Semi 
finals start as best of three sets, finals 
become five set contests. 
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SUPER 
TENNIS 
BY:NINTENDO 
PRICE: 
$99.00 



JIMMY 

CONNORS' 

PRO TENNIS 

BY:UBI SOFT 

PRICE: 

$1X9.95 approx. 



AMAZING 

TENNIS 

BY: 

ACTIVISION 

PRICE: 

$99.00 appro 




Now with three major tennis games on the Super NES, < 

their own ways, it's about time they were ushered Into the Centre court and had 
a gentlemanly battle to see who's top off the tennis stakes... 



• SUPER TENNIS has quite aii 
impressive array of options, alio 
ing you to play a single match o 
large tournament mode up of vc 
ous events. There's a range of ,< 
faces, and a password system th 



tie 



s you to return to your posi- 



I AMAZING TENNIS hasn't got a 

great wealth of play options, and 
little in the way of fancy presenta- 
tion. It hos fewer players than the 
other two, and a limited tourna- 
ment option. Worst of oil, there is 
no way to alter set length. The only 



special feature is a replay option 

the end of each set. 

• JIMMY CONNORS' provides H 

best presentation of the three, wi- 
lt's impressive full length tourna- 
ment and diversions like the train 
ing mode and antarctic match. It 
also has the choice of full or parti 
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Amazing Tennis is definitely 
inferior, with Jimmy Connors' 
copying the same lavish tea 
tures of Super Tenn 
doing them better. 



• SUPER TENNIS opts for a car- 
toony look to its grophics ond it 
works well. The sprites are chunky 
but crisp and the background 
' e playing clet 






like the 



emphasis is on simple but effective 
graphics. 

• AMAZING TENNIS has on eye- 
catching new perspective to its 
graphics. The action is viewed from 
just behind the player, rendering 
the game in forced 3-D. The players 
animation is superb, and the ball 



movement is fast and realistic. 
• JIMMY CONNORS' features 
more realistic on-court graphics 
than Super Tennis, but adopts the 






'. Plci! 



matio 



>od, but the speed of the ball h 
strange and unrealistic. The fron 
end of the game features some r 
graphics. 



• SUPER TENNIS has four shots 
using the four colour buttons. It i< 
easy enough to moster both ser- 
vices, and the joypad allows you 

infinite ways of placing serv* 
top two buttons add spin to 



Tho 



shots. The only niggle is the lob, 
which often goes too far. 
• AMAZING TENNIS offers the 
same four shots and two services, 
but the hard service is much harder 
to master than Super Tennis. The 
lob is less likely to go out, but the 
drop shot has to be played too 
close to the net. It is also very hard 



• JIMMY CONNORS' uses all six 
joypad buttons. The player seems 
to use these more accurately than 
the other two games, apart from 
the passing shot, which often goes 
long or hits the net. The service 
method is totally new, making 
every service a challenge. 



'■W. I miTIHHH.'I 

Amazing Tennis has the most 
eye-catching graphics, t 
Jimmy Connors' looks rr 
ished overall. Super Tennis 
less stunning than ' 
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33 



Jimmy Connors' offers mor< 
tactical play with its greater 
range of shots, but Amazini 
Tennis, ond most all Super 
Tennis offer better action, 



• SUPER TENNIS is 

to play, due to the 
and tons of actior 
computer players 
and the pace is a 



gome, with that mysterious quality 
that belongs to classic games only. 
• AMAZING TENNIS has o lot of 
novelty value, but olso offers 



Many of the 
ire quite tough, 



eofti 



.. The v 



t hard to pick up, but you 
t of satisfaction playing a 



may attract 'serious' tennis fans. 
• JIMMY CONNORS' is a slower- 
paced game than the other two, 
and that may cost it same fans. 
There is an attraction in being able 
to control the ball so much, but too 
many slow returns makes you 
impatient. Satisfying to get to grips 
with, but gives no adrenalin rush. 



UMPIRE'S DECISION: J 



This 15 where the game Is wc 
and lost, and it still belongs 
Super Tennis, despite being 
around as long as Martina 
Navrotilova. And it's 
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CODE 
HOTLINE 

,00555 1025 

hto-35cp8r!ls>cs. 



DMHMUUBLE 
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Just Imagine, infinite lives, unlimited energy, special effects, 

extra fuel/ammo or play on any level. 

Become invincible with the Action Replay Cartridge 

for your system. 

With it's unique built-in "CODE GENERATOR", You can actually 

find and create yourown cheats. 

No need to wait for your code updates with this unique feature 

you have the ability to crack the latest games as they are released. 

No other product can offer this. 



I WA HrtechWorid (Perth) (09)2279991 WA Country Call: 008 801 047 -Champagne VidooltoaSwampS/CVokine) (09)4444004- PlcryersChoiceAust. (Perth) (09)2502846 | 
I WA MovleLand-(Maddlngton)- (Malaga) -(Innaloo)-(Beechboro)- (Greenwood) -(Kelmscott)-(Bentley) NSW Neos (Inverell) (067)223399 
! VIC Game Guys (Camberwell) (03) 882 7969- Gamexpress Aust (Glen Waverley) PH/FAX: (03) 866 1 166 -Gamesexpress Aust (Box Hill) PH/Fax: (03) 696 1 438 
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To join the 
"COUCH 
POTATO 
CLUB" 
lick here 
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Hate your neighbour? Suffer from spots? Don't 
know where your cat is? Let Fat Boy solve your 
problems ps fm looks into his belly button for tjpto 
-answers to lift's BIG questions. Write to Mailbag, 



READER S V S T E N 



Dear Fat Boy, 

I was reading your letters in issue three 
(NMS, June 1993) and would like to say to 
Jameson Davis that he is a big FAT idiotl 
I've olso got some questions for you. Whol is 
your favourite game on Game Boy? When do 
you like playing Game Boy? 
Perer LodkowskI 
Fores fner, Vic. 

Thank you for your kind support • 
though you really shouldn't go 
around calling people 'fat.' My fave 
Game Boy game at the moment is 
Lemmings. I like playing Game Boy 
when I'm supposed to be working 
but nobody can tell because they 
can't see around my computer! Next 
time, don't be so personal. 




I Heads, NSW 

-... Firstly, NMS is an 

: debate, not a vehi- 

rantings of juvenile delin- 



■ith crap 
stead of NEWS, that' 
i. Secondly, who 



*■ ^"wW 






Dear Fat Boy, 

I'm writing to you about the preview of Tuff E Nuff where 
you said it could knock Street Fighter II off its throne - it 
certainly seems to have the potential. I own Street Fighter 
II and I think it is the best game ever invented. But, then 
again, nothing lasts forever. Everyone thought that UN 
Squadron (which I own] was the best shoot 'em up; then 
Axelay came along; and then Starwing came along. So, 
could 1 make a suggestion? When a game isn't the best 
anymore, its overall rating should be downgraded. 

A game's level of fun and lastability is all up to the indi- 
vidual, but people like me buy this sort of mag to moke 
sure that what we ore doing is right. I think the NMS 
reviewers do on excellent job; after all, if I didn't trust the 
reviewers, I wouldn't buy the mag. 

But, on the other hand, I think you were a bit generous 
by giving Super Mario World 98%. The game itself is 
excellent, but once you have done all there is to do, it 
deteriorates on a large scale. 
Brett Hailes 
Adelaide, SA 




m 



•apport with computer techn 



Dear Fal Boy, 

This time I'm serious. My can 
any day. See you in the mirror. 
The Happy Herbalist 
Wohroonga, NSW 

Dear Fat Boy 

Buckets, buckets, buckets from heaven. Th 
Cluck, cluck, jibber, iibber, my old man 
onother time, another place, another life. 
Mr Toilet Duck 
Wahraanga, NSW 
Friends and relatives of Josh and Ben 
this is the sort of drivel they waste tht 
their homework. 



:an beat yours at Street Fighter 



want for my birthday 



Sad news about Tuff £ Nuff. It looks like 
Australia won't be seeing this excellent game 
at all. Mattel has indicated that it will wait for 
the release of Street Fighter II Turbo before 
launching another high profile beat 'em up in 
Australia. 
Brett, I have to admit that your suggestion 
about varying the rating does have some 
merit, but it won't be implemented because: 1) 
It would be a nightmare having to constantly 



Hey Fat Boy, 

We have kidnapped you 

want $2,000 in ransom. W. 

ly knife-wielding murderers, 

a brain. 

Brian & Jack 

Middteton, NSW 

You can say that again. 



'Brien might be interested to know that 
time on when they should be doing 



I 



go ba 



aluate 



games, and 2) if ratings are 
constantly re-adjusted, they 
won't have any valid basis (a 
bit like unemployment fig- 
ures.) No, while giving a one- 
off rating may not be 100% 
accurate over time, it is still 
the most accurate measure of 
anything, over time. 
Phew, all this seriousness is really taking it out 
of me, so all I'm going to say about Super 
Mario World is 'Don't you like having FUN?!' 
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1. Will Equinox, Bubsy, \a 
e Prophet and w< 
aster ever be ., 
d in Australia? y} 

CD can hold 540 
gabytes - will the [ " 
■ so all of «->— 
city and, 

ily 32-bit? If not, h& n 

'"it use? 

Nintendo CD be 
etter than the Sega one in \ 



7 No. No. No. 

I the ga 



Check out the News Network this 
more informt 
4. We give A 

■ible to do that 



m 



! How do I get my Super NES 
going stereo? Can I do it through a 
sound system or do I need a stereo 
TV? 

■ Barclay Smith 
Wahraonga, NSW 

r\ There are two ways to get stereo 
sound out of your Super Nintendo. 
Firstly, you can plug it into a stereo 
TV or hi-fi with the AV coble sold sep- 
arately and crank up the volume. 
Secondly, you can plug into the 

antenna socket of your VCR. You then have to plug the audio output of the VCR into 
the hi-fi system. If you have a stereo VCR, you get stereo sound. If you have a mono 
VCR, you get a hugely enhanced mono sound - either way, you win/ 



try to ci 
a hefty import duty. 



{ I love your mag. It's soooo good - the 
best mag ever! Anyway, my question is, 
who are the NMS crew's favourite charac- 
ters on Street Fighter II and why? Mine is 
Chun Li because she wears blue under- 
pants and you get to see them. 
- The Mad Banker 
Somewhere in Australia. 

f^ Mucho red faces around the office 
when / asked your question. It seems thot 
most agree with you, except for Gerry, of 
•e, who likes Chun Li for her thighs. 




Wl Hi, I'm stuck! I can't get Ken or Ryu's dragor 
punch to work. I've read three different 
mags and they all tell me to do it differ- Vfjtl 
ently. So how do the pros do it? 

- Victor Moreina, 
Tomtit NSW 



lit until the Super CD > 



of Nintendo, and has been 



rffl'iff!j"TypffWffBT 



I 



jpA Mastering the dragon punch takes 
time and lots of practice. Try moving 
forward, then quickly press down and 
roll the control pad forward to a down- 
forward position; at the same time you 
do this, hit any punch button. Good 
luck. 



•Ml Yes, and on Game Boy, too. Acclaim i 
party, though no release date for Austral 
uled yet, but we'll be sure to let you fen 
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M\ Try Smash TV for an 
intense blasting marathon. 



;papers about censorship of video 
games because Sega has made a pornographic video game. Is 
this going to affect home video games, too? And if it does, how 
will it be enforced? 

- Worried 
Aibury, NSW 

That's a curly question because the whole issue has not been 
resolved by the authorities yet. Sega has announced that, as a 
result of the outcry that it has provoked, the game that you are 
talking about will not be made available in Australia and that if 
wiM introduce a voluntary rating system for its games. However, 
as there is no system in place to enforce ratings of any kind, this 
will be utterly useless. 

As far as Nintendo is concerned, the quality of the games 
released in Australia is already strictly monitored and there is no 
point setting up a futile, unenforceable, rating system unless it is 
overseen by a national industry watchdog. 

Of course, there wouldn't be a problem at all if games like that 
weren't designed in the first place. 



a 21 -pin i 

tor, depending 
put. 



X- 



d every 
Hon. Metro has nc 
> on the NES (boot hisst), althou. 



Vac I have recently pi 
Sup 




Q Yo! When is 
the Game Genie 
for the Super 
NES coming out 
in Australia? 
- Chubby, 
Noble Park, Vic 

r\ It's out now, 
homeboy. 



2. Will Las 
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spiffing tips for Game Boffl^S'trnd S^ B r Nf%f,-om 
the talented NMS team. Remember, if you have any 



NINTENDO HELP SYSTEM, Ninten 
System, PO Box A305, Sydney South, 



Iff**"!: •"In* "IP 



ME BOY 



MEGAMAN 2 

Here's an interesting password. 

Al, A3, A4, B3, C1,C2, C3, Dl, D3 



GARGOYLES QUEST 




These o 

give yo 


en't just any old passwords 
r gargoyle 9 lives! 

BIVF-JPD8 

8QRC-KE4M 


they 


Town 3 


9H6S- RATQ 




Town 4 


TOHT-KZEQ 




Town 5 


SXX5-UBCS 




Town 6 


WXXD-UBGR 





TURRICAN 

From Mark Carlin in Bolgart, WA, comes 

this useful cheat that gives Mr. Turricon 

invincibility. 

On the title screen press 

A,B,B,A,B,A,A,B,A,A,B,A,A. The word 

"CHEAT" will appear to show that you have 

been successful. 

SUPER MARIO LAND 2 

David Fowles, from Wellington Point in Qld, 
has sent in directions far finding the six 



secret zones of Super Mario Land 2 an the 
back of an old poetry essay. 
Tree Zone: Near the end of the 2nd level 
(in the tree trunk) before the big drop. You'll 
need the rabbit ears to make it. 
Space Zone: A hidden block near the bell 
in the Moon Zone leads to a trail up and 
across the screen to the right. 
Macro Zone: Level one has o short cut to 
the boss level. You will need the flower to 
get access to a pipe in the ceiling. 
Pumpkin Zone: There are two secret lev- 
els here. The first is towards the end of level 
two. Take the lower path through the water, 
ond go down the drop then through the pas- 
sage. You must be big Mario in order to 
breok the blocks. 

The second secret level is in the ghosthouse. 
Simply jump and float to the right at the top 
of the enormous staircase. 
Turtle Zone: In the level two shipwreck 
there is a small passage leading off to the 
left of a long swim upwards. Use small 
Mario to get through to the secret zone. 



BUBBLE BOBBLE 

Every password, from level 1 to 1 00 - that's 
what Ben White of Bairnsdale Vic sent into 
us; what enthusiasm! We don't have room 
to print them all, so here's a choice selection 
from levels 50 to 100. 
50 - IGLF, 55 - DLLF, 60 - CGLF, 65 - VLL3, 
70 - WGLF, 75 - HLL3, 80 - GGL3, 85 - 
3LL3,90-4GL3,99-KLLD, 100-KGLD. 




STAR WARS 

In response to our plea for tips, the environ- 
mentally correct A. Hall from Churchill Vic 
sent his in on 1 00% recycled paper! 
In Old Ben's cave there are two extra lives 
hidden in a secret room. The hidden room is 
in the lower left area of the cave and is dis- 
guised by an odd coloured wall. 

SIMON'S QUEST 

From the sleeves of the mysterious Lam 



comes a password that gives you all the 
weapons you'll ever need to complete this 
game. 
GQ21T0*QZXQV3QPQ 

GHOULS N' GOBLINS 

A certain Mr. Bret Clark from Epping in 
NSW has thoughfully donated a number of 
NES tips after reading our gripe last issue. 
The next few tips are his. Wotcha, Bret! 
To get a level select, the nimble-fingered 



should press and hold RIGHT, then pressing 
B, B, B before releasing RIGHT. Then press 
UP, B, B, B, LEFT, B, B, B, DOWN, B, B, B. 

JACKIE CHAN'S ACTION KUNG FU 

To get a level select and 99 lives to hack 
your woy through, press UP, UP, DOWN, 
DOWN, UP, DOWN, B, A, START, B while 
on the title screen. 
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Choose your car, and on the next screen 
press B the appropriate number of times 
then press Down, Up, Right, then Start. 
Now, the appropriate number of times to 
press B is as follows. To get to course two, 
press B once. To reach course three, press 
B twice, and so on, get the idea? He also 
reckons that if you press B 64 times you will 
get a sore thumb as well as the end of 
game sequence. 



* 



FAXANADU 

Enter this mantra and you wiil find yourself 
promoted to the rank of Lord - you will have 
all the best weapons and armour, magic 

ill be falling out of your pockets and 
you will be in the town of Dartmoor. As 
Glen McGrath of Qld put it, "All you have 
to do now is kill the Evil One and you'll 
complete the game." 
AZ??cv? r YQSYzGgKZNO 



CAPTAIN PLANET 

Here are some passwords thoughtfully pro- 
vided by Master Jason Hobday of Warialda 
NSW. 

Level 2-1: 955783 
Level 3-1: 148574 
Level 4-1: 920272 
Level 5-1: 344551 

SOLSTICE 

A few people sent this cheat in, but Damian 

Farmelo had the neatest handwriting so he 

gets the credit. S stands for Start, and B 

stands for well, urn... B! 

Go to your inventory and press 

B,5,S,B,B,S,S,6,B,S,S,S,B,S,B,B,B,S,S, 

5,6,5,6,5,5,6,5,5,8,6,5,6,5. Phew! 

RAD RACER 

Also from Damian, who lives by the 
Werribee river in a marsh named after o 
wine-drinking Roman God, is a cheat that 
allows you to choose any course in Rad 
Racer. 



BURAI FIGHTER 

This multi-directional scrolling shooter has 
seven stages. Grant Carlin of Yarrawong 
Victoria has sent in all of the passwords. 
Stage 2: BQLL 
Stage 3: CQMP 
Stage 4: DTLL 
Stage 5: RDRN 
Stage 6: FQCR 
Stage 7: GQMR 

These passwords are only for the easy Eagle 
difficulty level, so why don't you namby- 
pombys send in passwords for the Ace diffi- 
culty level? 




SUPER NE5 



SUPER MARIO (CART 

Possibly the most fun two-player game ever 
inventedl To gel access to more races, 
choose 1 P time trial or 2P match race and 
choose your driver. Highlight the cup 
selection (NOT the RACE selection!), and 
press L R L R L L R R A and the five 
Special Cup races are now available! 
Here's a sneaky cheat that effectively dou- 
bles the number of tracks in the match 
racesi Complete co-operation with the 
other player is required. Choose any race, 
and as soon as the race starts, both drivers 



make a U-turn and drive the wrong way. You 
can now race against each other along 
reversed rracksl You won't be able to finish, 
and don't expect to break any lap records, 
but it's an amusing diversion! 
And last of all, from Cameron Legge, down 
in Tassie, a way to make your driver a 
midget for the entire race! When you select 
your driver, press X, Y and A simultaneously. 

WWF WRESTLEMANIA 

To bring about on early end to the match, 
wait until your opponent has less than half 



energy then go for the pin. As soon as they're 
down, press UP and Y, and they won't be 
able to get up! This trick works against the 
computer or human opponents, but not in a 
tag team match or the survivor series. 

JOE & MAC CAVEMAN NINJA 

Have you made it to the dinosaur and 
promptly died? Here is a restart that saves 
you from having to battle your way back to 
the reptile, simply pause the game and 
press SELECT. Hey presto, you're in the 
dinosaur again! 
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SUPER NES 



DESERT STRIKE 

If that scurrilous desert madman is making 
life too hard for you, simply enter these pass- 
words kindly provided by Michael Mundy of 
Cheltenham SA, and start on whichever level 
you likel 

Level 2: KZ22L82 
Level 3: L38JHMF 
Level 4: JRKP8MM 

To have tea with George and Barbera Bush 
on the White House lawn, enter: 
K4W44TB 

SUPER STAR WARS 

Thonks to Mark Browne from Bray Park, 
Qld, who was the first of many people to 
have livened up our lives by sending in the 
following cheat for character selection, level 
cheat, weapon selection, health boost and 
invincibility for this astounding game. 

Ensure that you have two controllers 
plugged into the Super NES console. On the 
title screen, quickly press the following but- 
tons on Controller One: A, A, A, A, X, B, B, 
B, B, Y, X, X, X, X, A, Y, Y, Y, Y, B. AJawa 
will growl when you have succeeded. 

Now, when you start the gome, you will 





have a choice of character (Luke, Han or 
Chewbacca) which can help liven up things 
up a little. However, now when you start 
playing the game, you should simultaneously 
press the L and R burtons on Controller Two 
to bring up a secret debug screen. This will 
allow you to choose the game area and 
stage that you start at, the number of lives 
that you want, your health rating, and your 
character and weapon. Once you hove 
made your choices, simply press START to 
commence the game in the exact configura- 
tion that you have chosen. 
But that's not all - from now on, if you want 
to jump ahead to the next level, all you have 
to do is press START on Controller Two to 
clear the level that you are currently on and 
commence the 
next level, which 
is a lovely way 
to take a sight- 
seeing tour 
through the 
entire game. For 
those who insist 
on playing, 
though, a spot of 
invincibility may 
be called for, 
which, you will 
be well-pleased 
to note, is very 
easy to obtain 
while this cheat 
is in effect. 
Simply wait until 
you are in a 
side-scrolling 
level and then 
press, hold and 
release the A, B, 
X, Y and SELECT 
buttons on 
Controller Two. 
Phewl 



HOLE IN ONE 

Want to increase the distance of your shots? 

Of course you dol 

Enter your name as METAL PLAY with a 

space, and you will be able to use metal 

clubsl 

ADDAMS FAMILY 

They're creepy. They're kooky. Here are 
some passwords that are a little spooky. 
B&l&B Entering this code gives you 5 
hearts, 80 lives and Granny and Pugsley 
hove been rescued. 

21112 This password sends you off with 5 
hearts, 1 00 lives and a sword, and you 
won't have to rescue Pugsley. 
3L1 ZB This code, sent in by none other 
than James Brown of Cambridge Park NSW, 
gives you the whole loopy family with four 
hearts each I 

JOHN MADDEN '93 

These passwords from David Grgurovic will 
put you in the finals. Your team is in bold 
type. 

Madden Greats vs All Madden 

- PTMNFBVD 

Buffalo vs Oakland - GDLFDBFC 

Buffalo vs Houston - GDGFBBSB 

Philadelphia vs Green Bay - 

GHMCDBHC 

Philadelphia vs Cincinnati - GHSCDDDC 

ACTION REPLAY CODES 

SUPER MARIO WORLD 

Young Yoshi isn't too keen on entering any 
of the castles, much prefering to stay outside 
and pick flowers for Princess. With this 
Action Reploy code, Yoshi will have new- 
found courage and follow you in to do battle 
against Bowser's minions. 
7E0D C2C2 

STREET FIGHTER 2 

We're not even going to try and list all the 
Action Replay codes For Street Fighter 2, so 
here's a set of four that will give you an 
interesting game, with super-charged speed, 
special moves in mid-air for player one and 
unusually coloured combatants. Try Blanka 
for player one to see him in evil-looking 
shadow model 
7E0C6001 
7E0C B20O 
7E0C 0D42 
7E0E 0D99 
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YOU KEEP A SKING THESE QUEST IONS ABOUT 

( Nintendo ) 

^^LM IAGAZ INE SYSTEiyT| ^^ 

SO HERE ARE SOME IMPORTANT ANSWERS... 

ICan I have this fab 
mag for FREE? 

Yup! Simply subscribe to NMS for a year (that's 12 issues) 
and you'll receive one issue absolutely free! 

^fcWill you mail it to my 
^home for FREE? 

Yup, again! NMS subscribers don't pay a cent for postage 
and packaging: we'll mail you each month for free! 

i Any chance of a bonus 
'game for FREE? 

No way! (You missed your chance!) But NMS subsribers 
will be offered games at specially reduced prices! 

DON'T DELAY - SUBSCRIBE TODAY! 



« 



^pf 




Post this coupon to Nintendo Magazine System Subscriptions, Newsagents Direct Disbribution, 
PO Box 199, Alexandria, NSW 2015. Enclose a cheque/money order for $54.45 (New Zealand 
readers: Aus$60), made payable to Trielle Corporation. 



Do not send cash. Payment is for one year/12 is 
First name 



;. Allow four weeks delivery. Photocopies of this form are acceptable. 

Surname 



Address . 



L 



City State Postcode 

Phone { ) Birthdate Male or Female Today's date 

Tick method of payment Money order \_\ Cheque Q Bankcard | [ Mastercard | | Visa [ ; 

Credit Card No: Expiry date 

Name on that card 

OR CALL OUR SUBSCRIPTION HOTLINE ON (02) 353 0751 AND ORDER BY CREDIT CARD 



u 
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NINTENDO HELP SYSTEM 



Collecting the six golden coins needed to free Mario's 
beloved from her evil captor requires skill, determination, 
the carfs 'Save Game' feature and a double dose of NHS! 
So here, are the specialists to steer you through the tricky 
bits and diagnose the full lowdown of what's what in * 
Mario Land II. This month we take you op to Wario, v 
we'll defeat next issue 
a queue you see... 



GOODIES (COODV, GOODY, 
YUM YUM) 



What's a Mario game without power-ups? Not a lot, so thankfully 
Mario Land II is full to the brim with loads of goodies for our powerful 
plumber. Here's what you can expect... 





jtWtR RAT 

Three pipes mark the entrance 
and exit points for the scuttling 
rodent, and it's a doddle to 
work out his attack pattern. It's 
basically the rat scampering 
across the ground twice, then 
up the wall before dropping 
from the ceiling. By keeping 




Mario slightly to the right of the 
screen, jumping on the rat is 
made easier. However, when it 
runs past and enters the hole 
directly behind him, quickly 
move Mario over to the left- 
hand side of the screen and 
wait for it to return. Three 
jumps or six shots are needed 
before the rat finally keels over. 



BIRD 



As with the rat, work- 
ing out the bird's 
attack pattern is sim- 
plicity itself. As it 
swoops in a 'U' 
shape, time Mario's 
leaps so that he lands 
on its head as it 
reaches its lowest 
point. After three 
direct hits, the bird 
dies and the egg 
cracks open to reveal 
the coin. 




TIPS GUIDE 
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BOSS 'H' 
OVER 

Awaiting our hero al the 
end of each stage, these 
larger creatures guard the 
six all -important coins. 
Defeating them takes 
practice, but everything 
you need to know is as fol- 
lows... 



ALIEN 



Armed with a laser and homing bombs, the Alien is 
deceptively easy to kill. As he moves up and down 
the right-hand side of the screen, move to the 
right-hand corner and duck. Any shots fired then 
whizz safely over Mario's head, and the Alien 
pauses before moving towards the crouching 
plumber. However, floating up to the top-left cor- 
ner allows Mario to drop on the unfortunate extra 
terrestrial's bonce. Again three hits are needed, so 
repeat this process on either side of the screen if 
necessary. 




OCTOPUS 

As this battle is played under 
water, Mario retains his useful 
swimming abilities. Therefore, 
swim directly above the 
marauding octopus before 
dropping down on its head. 
Repeat this process whilst 
avoiding straying too close to 
the tentacled creature, and it 
soon departs to Davy Jones' 
locker. 



THREE LITTLE 
PIGS 



Seated within their house of straw, sticks and 
bricks, these porcine pigs attack one at o time. The 
first pig simply rolls from side to side, so just time 
your jumps to land on him as he passes. However, 
all three pigs speed up slightly when hit, so timing 
is of the essence. Make the most of Mario's ability 
to change direction mid-jump to compensate. The 
next pig jumps from side to side and should be 
jumped on when he is at his lowest point, whilst 
the third and final porker follows pretty much the 
same pattern but stretches slightly between jumps. 
Again, hit him at his lowest point. 
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WITCH 



As the witch materialises on either side of the 
screen, one of the three cooking pots directly belo\ 
Mario starts to wobble, tf so, move away from it 
immediately as it then shoots into the air - impal- 
ing Mario on the spikes above! The Witch herself 
appears faintly before fully materialising, so use 
this time to position Mario for a leap. Of all the 
guardians, the witch is probably the easiest to 
defeat - so there's no excuse for losing energy 



"i» 
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UNDERGROUND, 
OUERCROUND 



In addition le good old shanks' pony, a number off methods 
of transport are available. Here's a guide to Mario Land 
It's public transport... 




CONVEYOR BELT 

These are marked with orrows 
detailing which direction they trav- 
el. However, conveyor belts often 
lead to spiked walls - and Mario 
should run and jump against the 
'tide' to ovoid being impaled. 




SPACEWMK 

Only available during the Space 
World {which itself is hidden in the 
Hippo stage). Donning a Space 
suit ond repeatedly pressing the B 
button sends Mario soaring above 
the deadly stars that punctuate the 
level. 



CRANES 



These appear in a number of 
stages and attach themselves to 
(Pj\ rfj% (fj Mario's hat before lifting him 

across dangerous areas. But why, 
pray tell, doesn't the hat come 
off? Super Mario chin-strap, per- 
haps? 




BUBBLES 

On entering the Hippo stage, this 
is the first thing Mario stumbles 
across. Exhaled by the Hippo itself, 
the bubbles encapsulate Mario 
ond allow him to fly across the top 
of the level - unless it gets popped 
along the way. 




\COGS 



Cogs move along chain-like grids, 
following a limited pattern. On 
reaching a set point, the cogs dis- 
appear from under our Hero's 
feet, which means Mario should 
keep moving at oil times. 



BEACH BALL 

These act in a similar fashion to 
the rocks in the first Mario Land 
and carry Mario across deadly 
spiked traps. 





OWLS 

Found in the tree levels, the Owls 
hover to the side of a floating 
platform, allowing Mario to step 
on their flot heads. On doing so, 
the birds then transport him to the 
nearest platform. 



SWIM 



Although walking underwater is 
possible, it proves very slow. Thus, 
repeated pressing of the B button 
prompts him to swim. Any 
weapons he is carrying are still 
effective under woter, although his 
fireballs are slowed slightly. 



CLOUDS 

Found in the airborne stages, 
these simply move from left to 
right, carrying anyone standing on 
top. 



LIFTS 



Lifts move in a circular motion and 
carry Mario across tricky gaps. 
They are also found close to 
where the clouds are located. 



WOT? STILL NOT HAPPY? 

OR, then. The next instalment of this terrific tips special ler Super 
Mario Land 2 can be found in the next issue at the mighty NMS 
when Andrew will leach you how to claim Wario's scalp! 
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Our guide takes off on what are essentially the basics - 
with a little decoration of course! It informs players of how 
the respect of both General Pepper and your dedicated 
wingmen is earned. We also fly Fox McCloud through the 
entire first level mission and reveal its secrets. Finally, the 
first part of our guide lands in style with three of the 
game's best kept secrets. So, with a brief adjustment to our 
neckerchiefs, and leaving Slippy to do what the heck he 
wants with his beads, let us take to the ARWINGS and be 
off! 'Tally Ho', and all that jive! 




HELP SVS1EN STARWIIME 




STARWIIME NINTENDO HELP SYSTEM 
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WARNING! 

BOSS 2 APPROACHING 
ROCK CROSHER 

1 This lumbering monster isn't really built 






B A Lamp! and Fot Goodie? 


'bigger they are; harder they fall' adage. 
Clear the diamond-shaped plates of the 
laser cannons and then steer clear of the 
jettisoned battering ram. Now simply posi- 
tion Fox's craft directly opposite the cen- 
tral cannon of the crusher and employ the 
barrel-roll technique to deflect the blasts. 
Don't concern yourself about the missiles 
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X 


I roach the ARWING. 


A Assorted Rock Crusher action scenes 
courtesy of 'FOX' home video. 


EYI 







SECRET LEVEL 1 

THE BLACK 
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THE THIRD MISSION 



lory by grabbing the extra ship from 1..„ 
at the start of this stage. Next, he encour 
one of the armada's huge navigation s' 
These are no great threat but fall impn 
' I blasts to their anter 

of this part of the m ..„ 

da's huge battle cruis- 
: r_n ow Drave 

...... U1 the first 

. ARWINGS - Fox and who- y .. 

ever - scream down the exhaust port of ■ 

the vessel and destroy its core. Their 

passage is blocked by gates and 

doors, the routines of which require 

committing to memory. Vertically 

operated gates are the first kind to 

greet Fox and their J: — 

indicated by the an 

zoned on them. The other kind 

are horizontally sliding doors 

which are simply blasted out of 

the way. No worries! 

One point of note is ti- 
the armada stage begins 

the first-point perspective 
view. When flying inside the 
battle cruisers this perspecti 
to that of the standard, frorr 
ARWING. Re-adjust upon destroying the bat- 
tering space i 
this makes the going much easier. 

After scrapping the second of the 
battle cruisers engage the ARWING's 

os as there is a huge transporter m 

□ iting! Blast this and head left as 
there are three more for the taking and 
a supply ring which aids Fox's 
ARWING's depleting shield. 
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HELP SYSTEM STARWIIVE 
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SECRET WORLDS 



DUT OF THIS DIMENSION 



I thisfii — 
for next i 
| thought far better o- 



possibility of saving 
sified information 



thought far better of it. Hey, our phones 
are taking enough stick already! The 
route to 'OUT OF THIS DIMENSION' is a 
>w! Here's 
■n to get there: 

Choose the level three route to Ven 
the toughest one ■ and continue 

— I. After clearing Cornerio of a 

s, especially 'Destructor', enter 
oid belt (not that you have i 



I with 
nd one, whiu, u h 

......t-hand side, is the i 

cerned with. Have Fox blast away at this J 
' , A speckled egg bur ' 



tually revealing a strange bird. Our 
feathered friend flies towards the 
ARWING. By successfully flying the 
ARWING into the bird's 
'i Fox is taken to 



Origami: Fox 
attacked by mysterious 




flies into view, and is 
played by firing at its leve 
Any configuration of the 
three images which featui 



wf anything else caus 

machine to release c 

replenish the ARWING's shield. When 
Fox scores three sevens he wins. 
Unfortunately for both him and the play- 
er there is now no way out! The words 
' TU ^ End' cascade into view in o jumbled 
up loshion and are arranged by blasting 
them into order. The major downside to 
this magnificent discov — 
no escape from this fin 
fends off the < 

n fighters and con 

e letters but to no 



A As Fox blasts the fruit machine, a huge forceheld in the shape of the 
word 'Paused' gels in the way. Or something. 





▼ Ego corner as Foxy blasts his way through the credit scenes. Blim- 
with that said just haw am I going to lill all this caption space? Oh. 
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NEXT ISSUE • NEXT ISSUE • NEXT ISSUE • NEXT ISSUE 




THE MOVIE. THE GAMES. 
THE POSTER. THE GIVEAWAY. 




STREET FIGHTER II TURBO 
Full preview as only we can do it! 



DON'T MISS IT! 
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rOU CAN PLAY YOUR GAMES TO 
LEVELS YOU NEVER IMAGINED POSSIBLE. 

_^ ■ Infinite Lives 

./"" Wk ■ Unlimited Energy 

^J J ■ Special Effects 

■ Extra Fuel/Ammo 

■ Invincibility 









It's Simple to use - It's Fun - It's Action Replay. 



The ACTION REPLAY CARTRIDGE for your SUPER NES™, NES™, MEGADRIVE 1 
GAME GEAR™ & GAME BOY™ Console. 

The built in FX™ system is a state- j^ Yes, in most cases, the Action 
of-the-art Code Generator. Yes, JSJbf- Replay cartridges can also be ji 

, used as an adaptor to play * 
overseas games in your 



MASTER SYSTEM™ 




you can create your own 
:odes without having to wait 



for the code book updates. 
Totally radical [ 




Australian console. What a 
bonus! 




Action Replay is not designed, manufactured, distributed or endorsed by Nintendo or Sega. Available at the following i 



The Gamesmen, PENSHURST. 
Superb Electronics. CHESTER HI 
!&C Computer Games. LIVERPOOl 
Sight & Sound, CASTLE HILL... 

Aclcom, BELCONNEN..,, 

Bitstorm, CMC 

Computer Gomes World, WODEN 
Gome Keeper, TUGGERANONG 
Winner Gomes, NEWCASTLE 
Virgin, SYDNEY 



B CAMBEHVi 

g, WERRIBEi 
g, MELTON 



(02] 580 9888 
(02] 644 3399 
(02(322 5336 
(02} 894 5 1 77 
(06)251 4477 
(06)257 7157 
|06|2B1 5544 
(06|293 168B 
(049] 29 5960 
|02] 223 8488 



Zigzag, FRANKSTON 

Zigzag. SUNBURY 

lb/world, BENDIGO 

Zigzag. PARKMORE 

•idea Gomes Heaven, CHIRNSI0E ... 
tfdeo Gomes Heaven, KNOX CITY.. 
Capital Gomes, DANDENONG . . 
Harris Scarfe, FOREST HILL 

Harris Scar Fe, ADELAIDE 

lohn Martins, ADELAIDE 

s, ADELAIDE 



(052)2) 23O0 ^BH 

(03)882 8576 K MCom F 

(03)7-11 8537 The Gome Cellor, HOBART... 

(031743 6023 Bircho |k, LAUNCESTON.. .. 



..(03)783 9088 
...(031744 3911 
..(054)43 158B ■ 
..(03)798 5777 
..(03)7272219 i 
..(03)887 1874 T "' 
(03)794 0900 G ' 
[03)894 2011 _ 



wr.m 



^^^^^^ Gameswarld. PER'-i 

'■'■■'■■'-■ ■ ;.■:■:.,-. ,:..: C-'' 

..(08)223 0200 Garnesworld, KARRINYL'P 

|08]212 1799 Gomesworld, BELMONT . 

^^^^■■1 Gumesivorld, MIHcABOOKA . - 

(003) 43 3200 Toyworid, MIRRABOOKA 

(002) 73 2767 Diseouni Video Gomes W LEiDfKVIElE 



(07) 208 9750 
(071] 71 2326 
[077] 79 0277 
(079)57 5178 
(074)82 1393 
[07] 229 90B8 



...(003) 31 3011 



arid, FREMANU 



(09] 324 1 000 
(09)351 8426 
(09) 244 1 159 
(09) 479 4707 
(09) 344 2688 
(09) 344 1065 
(09) 388 3666 
(09) 335 3396 




John Madden Football 1 " '93 and PGA TOUR® Golf are the very 
best selling sports titles in the world. Why? Because as we say at EA, 
"If it's in the game, it's in the game." 

No messing with the rules to make life simpler. No make-believe 
teams or venues. No made up moves to add so-called excitement. 



Take on the real pros, in real conditions on real courses and in real 
stadiums. 

That's why they're the only titles that authorities like the PGA 
TOUR and John Madden are willing to put their names to. 

Five million players can't be wrong. 
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LICENSED BV 

(Nintendo) 
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or Electronic Arts. PGA TOUR is a regi 



ELECTRONIC ARTS 

IF IT'S IN THE CAME, IT'S IN THE GAME 

uk Electronic Arts, 4/46 Smith St, Southport 421 5. Tel: (075) 711 B1 1 . 
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C WORTH FIGHTING 
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